ATLANTIS 


Style Guide 


Influences 


MIKE MIGNO: 
Comic Book. ARNST 


POSTERIZATION 


VALVES ARE SIMPLIFIED ) ; —y “TAG SIMPLIFZATION OF 
AND SEPARATED INTO p ~~ J AM IMAGE INTD A 
HARD- BOGE? SHAPES. f : ( LIMITED NUMBER OF 


FAT COE ABEAS. 


is Production De 


ARCHITECTURE 


= 


ATLANTEAN ARCHITECTURE IS BASED ont 
PSIAN AOUAITECTURAL YOABULARY. 


antis Produ Design 


ARCHITECTURE 


ATLANTEAN ASCHITECTURE 
BY MIKE MiGNoLA 


ntis Production Di 


ADAPTING MIG 


NO 


KEEP SHAPES SIMPLE USE MIGNOLA- BSQUE 
AND EA6Y To READ STYLIZATION WHEN 
Poss rele. 


DESIGN THE DARKS 
- To SUPPORT THE SToRY 
+ To 85 READABLE 
+ TO BALANCe WITH 
THE LIGHTS 


ARCHITECTURE 


ATLANTIC 6 A COLTURE IN DECUINE. INCLUDE OVERGROWN FALLEN MMONRY 
AND SQULPTURE, LEANING BUILDINGS 4, WEATHETIED enges . 


Atlantis Production Desig) 


ARCHITECTURE 


Composition 


BELMAE OF WE EMPHASIS ON HORIDONTALITY, 
VERTICAL SHOTS ARE HMZDPR. To STAGE IN, 
Co SOPE. HERE REE Some DLTERNATIVES 


BALK OFF To A Long SHOT USE A LOW CAMERA ANGLE 


MENON CR 
ARE OFT) BARD 
ome 


COMRALTERS OF te 


CONE HON RES 


CB) SIMPLE, BLOCKY Drapery 
PART CFE THE ANGULAZITY THING - 
NOTE HON BZEAKS IN SLEEVES 
4, TROGER LEGS HAVE BEEN BeILED 
DOIN TO simple > SHAPES. 


TREATMENT OF DRAPERY AT ELBONS 
@, KNEES HAS & BLOCKY ANQUAIZ 
SILHOUETTE, FEW IF ANY INTEZOZ, 
FOLD LINES. 


GRAPHIC SIMPLICITY 


S\HOUETIES HAVE Bee 


Pier RSENS AOE 

BAAD BY ' VEPs 

ETALS and BIT 
on To PE 


PINGERS 00K Wide BEN 
RP. FEM, SOME ANG 


AR, WeTH OULRPLY 
OFF FINGER 


ELAN Ds 


Hands, Fingers 
and Knuckels 
are squared off 


LAttle limbs sticking out of 


oversized sleeves and gloves 


AS Vipalabeimecie: 


raw eyes realisticlly 
phen simplify to clean 
barp graphics. 


DESIGN THEORY! 


VERY BASIC CIRCLE, SQUARE, TRIANGLE THEORY 
EXPLORERS 


4 


AGGRESSIVE 
INDUSTRIAL 
ANGULAR 


UNIFYING DESIGN SHAPE 


SOLID, STURDY 
A TREE 


This design style depends heavily on 
staging for story. Choosing shape: 
shape handling, line, line handling 
theatrical lighting and color is all 
decided by what you are accenting in 
the story in that scene. 


KNOW YOUR STORY! 


When given an environment to design, 
find out what its story needs are. 

Not just who will walk where, but 
what is the mood, the personality 

of the environment. What can we add 
to the story telling with our graphics 
that will not be told with the action 
or dialogue. 


Ask your PA to see the boards. 


Borrow a copy of the flip book to refer 
to as you design. 


If only script pages exist or even just 
a concept, still x arch its story 
needs and design for story potential. 
Here's your chance to impact story! 


RESEARCE§H : 


EX PL.ORERS 


DESIGNING STOR 
Avoiding random stuff 


‘Subtilties in graphic designs can speak volumes 


About personalities, locations, time periods, functions: 


LIGHTING QUESTION : 


BW A WG EDEL FE LSE STL? 


Same rule of detailing 
used in layout lighting 
is used on specific objects, 


Note how the choice of where 
to detail the tree bark adds 

a tone without litterally 
adding a new tone. 


Also note the subtle 
gradation of color that 
directs the eye and 
suggests lighting. 


Note too how clever use of 
flat color to play off of 
flat color can suggest ligh 
and add more depth. 


THINK STORY 


Always light theatrically. 


Notice how high contrast 
focuses our attention 
her telling eyes. 


Bexides the Mat color and the 
obvious dark tone, there is 
a middle tone gradating into 
the Mat color to add form. 
Note too, that gradation is 
Still graphic and not realistic 
shading. Designed for story. 


Don't eat to drop atures ava fo tones, 


Use tones for stor 
If our character's 
mood demands 
features be dropped 


Direction of detailing can suggest richer form +5 
and demension of objects as well as help oon 
direct the eye towards the story. aon em 


Limit pallette to 3 tones 
Light, Dark, maybe a medium 


Getailing for ton Design tone shapes using the Thunderbolt. 


how the bricks are 
ting a shadowing 
without using a gradation 
or a middle tone. 
Use Theatrical 
lighting 
not realistic 
lighting 


For more depth 
Aad to detailing 
a subtle middle 
tone or slight 
gradation. 
Always play 
light against 
dark. 


TONES Zi) LAYOUT 


tice how the center of 
‘attention has the most detail 
and color. 
As we drop away from the 
action, we lose detail. 
Color becomes more 
monochromatic and objects 
are reduced to simple shapes 
of tone. 


The opposite happens her 
The action is always The action spot is the simple area. 
spotlighted theatrically. @ detail is added as we drop away. 


What is een is always) Note how, despit: @ 
placed in high Ms the lack of detail 


on the floor, we 
Characters are always staged still see our 
in the least detailed area perspective by the 
putting them in a spotlight. placement and shape 


design of our light. 
Detail and tone are used to 


Commas theiz actica 7 steey Keep detail 
SIMPLE ! 


